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The Alphabet Arcade 



The Alphabet Arcade is designed to increase a child’s 
familiarity with the alphabet and to improve dictionary 
skills. There are three games: 

“Letters for Lisa”—An introductory game for children who 
are learning the alphabet. The object is to put letters in 
their correct order. 

“Letter Treasure”—A game that requires children to 
alphabetize letters and short words. 

“Order, Please!”—A game that requires players to put a 
series of increasingly complex words in correct alphabetical 
order. NOTE: This game has been split into two parts to 
allow a larger list of words. 

Random placement of letters and random selection of words 
create unique puzzles each time a game is played. 

An adult should sit with children the first time they use 
each game. Make sure the children understand the object of 
the game and what they must do to successfully complete 
the game. It is not necessary to advance rapidly from one 
program to another. Unlike adults, children seem to enjoy 
and even need repetition. Doing the same activity over and 
over is beneficial, not harmful. 

APPLE version: The keyboard is used to input answers. 

ATARI version: The child uses a joystick to input answers. 
Plug a joystick into jack #1 in the computer before loading a 
program. Cassette version: The first three programs on the 
ATARI cassette version have voice introductions. Be sure to 
keep the PLAY button on the Program Recorder depressed 
until the narration is complete and the program has been 
loaded into the computer. 
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COMMODORE version: The child uses a joystick to input 
answers. Plug a joystick into jack #1 in the computer before 
loading a program. 


LETTERS FOR LISA 

In this game, the child must help an animal named Lisa 
catch her dinner. Lisa eats letters. And is she fussy! She will 
only eat them in alphabetical order. The letters pass across 
the top of the pond, over Lisa’s head. 

APPLE version: When the letter Lisa wants is directly over 
her head, the child must press the space bar. 

ATARI and COMMODORE version: When the letter Lisa 
wants is directly over her head, the child must press the 
button on the joystick. 

The child’s action causes Lisa’s tongue to shoot out and grab 
the letter. If it’s the correct letter, Lisa gulps it down and is 
ready for the next letter in the alphabet. If it’s the wrong 
letter—YUCK!—she spits it out and hopes that the child’s 
next choice is correct. 

This game can be played at three different speeds: slow, 
medium, and fast. The slow speed is recommended for young 
children whose knowledge of the alphabet is rudimentary 
and whose eye-hand coordination is limited. 

The child has four chances to catch the right letter. On the 
third and fourth chances, Lisa’s tongue will provide a hint! If 
the child does not choose the right letter in four tries, the 
computer will pick it up. As letters are correctly chosen, they 
appear in a group of boxes to the left of Lisa. This helps 
reinforce alphabetical order and serves as a reminder to the 
child. The child can also use the alphabet at the end of this 
section as a guide. 
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LETTER TREASURE 


A pirate has hidden a treasure chest on the bottom of the 
sea. To prevent Diver Dan from recovering the treasures, the 
pirate has created several obstacles. First, he has placed 
letter mines in the sea. Diver Dan must remove the mines in 
alphabetical order, from A through M. 

APPLE version: The child uses four keys to move Diver 
Dan—hup, Mrdown, J:left, K:right. When the letter on the 
mine appears in Diver Dan’s face mask, the child should 
press the space bar. 

ATARI and COMMODORE versions: The child uses the 
joystick to move Diver Dan to the proper mine. When the 
letter on the mine appears in Diver Dan’s face mask, the 
child should press the button on the joystick. 

If the correct mine was chosen, it will disappear. If the child 
made a mistake, he or she will have two more chances to 
move Dan to the correct letter. After that, the letter will 
flash and the mine will disappear automatically. The child 
should then go on to the next mine. 

The pirate also has a school of fish patrolling the waters. 

The fish are tagged with the letters N through Z. To disperse 
the fish, the tags must be removed in alphabetical order. 

This is done in the same way that the mines were defused. 

Next, Diver Dan encounters a wall. The rocks that make up 
the wall have words written on them. These rocks will 
crumble if the words are hit in alphabetical order. 

APPLE version: Use the I key to move Diver Dan up, the M 
key to move him down. When he is near the right word, 
press the space bar. 

ATARI and COMMODORE version: Use the joystick to 
move Dan up and down. When he is near the right word, 
press the joystick button. 



If Diver Dan is positioned in front of the correct word, he 
will swing his hammer and break that part of the wall. The 
child moves Dan until all the rocks are crumbled. 

Success! The mines, fish, and wall are gone, and Diver Dan 
reaches the treasure. The computer keeps track of how long 
it takes Diver Dan to reach the treasure chest. Encourage 
the child to play the game at least several times, until he or 
she can quickly complete Dan’s mission. 


ORDER, PLEASE! 

This program is designed for people who have learned the 
alphabet. A group of words will appear on the screen. The 
player must put the words in alphabetical order. 


hat 

1 . 

belt 

2. 

fun 

3. 

cat 

4. 


When the words appear on the screen, a flashing arrow will 
appear next to one of the words. Move the flashing arrow to 
the word that would appear first in a dictionary. 

APPLE version: Use the I key to move the arrow up. Use the 
M key to move the arrow down. Press the space bar when 
the arrow is at the word desired. 

ATARI and COMMODORE version: Use the joystick to 
move the arrow to the word desired, then press the joystick 
button. 

If the correct word was chosen, it will appear at the top of 
the list in the right-hand column. Similarly choose words 
#2, #3, and so on. If a move is incorrect, the computer beeps 
and refuses to put the word in the right-hand column. The 
player has two more chances to choose the correct word. 

The computer times how long it takes the player to correctly 
alphabetize the group of words. It also keeps track of the 
number of tries needed to complete the game. 



There are three levels of play: 

EASY: Four words must be alphabetized. They begin with 
different letters. 

MEDIUM: Eight words must be alphabetized. All the 
words begin with the same letter. 

HARD: Ten words must be alphabetized. In some cases, 
the computer chooses words that begin with different 
letters. At other times, at least the first two letters of all 
the words are identical. 

The EASY and MEDIUM levels are on one program; the 
HARD level is on a separate program. 


ADDITIONAL ACTIVITIES 

The following activities will reinforce and expand on the 

concepts developed in The Alphabet Arcade: 

1. Give the child an old magazine or newspaper. Ask the 
child to cut out all the letters of the alphabet and paste 
them on a sheet of paper in alphabetical order. You may 
limit the activity to capital letters or small letters. 

2. Have the child make an alphabet book. On each page, he 
or she should write a letter and draw pictures of objects 
beginning with the letter (A: apple, airplane, ant). If the 
child prefers, pictures cut from magazines can be used. 

3. Cut out words from newspaper headlines and ads. Paste 
each word on a 3x5 card. Have the child put the words in 
alphabetical order. (Begin with only a few words. Increase 
the number of words as the child becomes more proficient 
in alphabetization.) 

4. Have the child compare a dictionary and a telephone 
directory. How are they alike? Why are they alike? 

5. Ask the child to find certain words in a dictionary. Have 
the child show you the word, then read its definition. 
Choose words that are appropriate for the child’s reading 
and interest levels. 



THE ALPHABET 


A B C D E F 
G HIJ KLM 
NOPQRS 
T UVWXYZ 
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Addition with Carrying 



This is a drill designed to help elementary-level students 
develop addition skills. The program assumes that the 
student is already familiar with the basic principles of 
addition. The drill takes the student through each step so 
that errors can be recognized and corrected. 


HOW TO USE THE PROGRAM 

Plug a joystick into jack #1 in the computer. Cassette 
version: The same program is recorded on both sides of the 
cassette. 

After the title has appeared, you will be asked to choose a 
skill level. This is done by using the joystick to move a box 
to “easy” or “hard.” When the desired level is reached, push 
the button on the joystick. 

An addition problem appears on the screen. Start adding at 
the far right column, where the question mark appears. As 
you push the joystick forward or back, the computer counts 
between 0 and 9. When the desired digit appears, release the 
joystick and press the joystick button. 

If you entered the correct digit and that is the final answer, 
the computer will tell you the answer is correct. If there is 
more to the problem, another question mark will appear, 
either for the carrying number or for the digit of the next 
column. 

If you enter an incorrect digit, it will be replaced by a 
question mark. If you answer incorrectly three times, the 
computer will give the correct answer. 
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Here is a sample problem and the steps involved: 

16 

9 

? 

1. A question mark appears under 6 + 9. Replace it with a 5 
and press the joystick button. 

2. A question mark will appear above the 1. Indicate the 
carrying number, which is 1 (6 + 9 = 15). 

3. A question mark will appear under the left-hand column. 
Add 1 (carrying number) and 1 (number in column) and 
enter the digit 2. 

When a problem is completed, press the joystick button to 
continue to the next problem. If you are answering problems 
correctly, the computer will automatically increase the 
difficulty level. 

To end the program, hold down the joystick button for about 
2 seconds. The program will end when a question mark 
appears on the screen. Your score will be shown, 
accompanied by visual and sound effects. 

The program features background sounds that change each 
time an answer is given. If you wish to eliminate the sound, 
simply adjust the TV volume. 
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Cash Register 


Run your own grocery store. Make sure you don’t cheat your 
customers ... or yourself. Cash Register is a game that 
provides children with the opportunity to learn and use 
practical mathematics. They must determine how much 
change to give a customer who has purchased items in their 
store. For example, a customer may buy a hot dog for 830 
and pay for it with a $5 bill. The children must give the 
customer change. Return $4.17 and everyone is satisfied. 
Return less and the customer is overcharged. Return too 
much and the store loses money. 


HOW TO USE THE PROGRAMS 

There are two programs, the game and an introduction. The 
introduction is a voice tutorial that explains how to play the 
game. This should be used before playing the game. 

Disk version: The voice is recorded on the cassette. Place 
the cassette in the ATARI Program Recorder and press 
the PLAY button. Load the disk and follow directions on 
the screen. 

In the game, a purchase such as that described above is 
presented. You indicate how much change you want to give, 
beginning with the 1-cent key on the cash register. When 
you have entered numbers for all the keys of the cash 
register, the computer will show how much change you 
returned and whether this was the correct amount. 

You can stop at any point to see your score, which will 
indicate how many times you: 

a. made the correct change 

b. overcharged 

c. undercharged 
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Cassette version: To return to the game after seeing your 

score, type RUN when the READY prompt appears. 

Three points to remember when playing the game: 

1. Do not enter a number until a question mark appears 
over the cash register key. 

2. If you make a mistake and wish to start over, press the S 
key on the computer keyboard. 

3. You cannot give more than 9 of one kind of coin. For 
example, if you want to give the customer 15# you can 
give 3 nickels or 1 dime and 1 nickel. You cannot give 15 
pennies. 


ADDITIONAL ACTIVITIES 

The following activities will reinforce and expand on the 

concepts developed in Cash Register. 

1. Give the child the opportunity to pay for items in a 
store. Ask him or her to count the change and determine 
if it is correct. Start with small, single-item purchases 
that do not involve added taxes. Gradually progress to 
more complex purchases. 

2. Show the child how to read store receipts. Do the receipts 
indicate amount of money tendered and amount of change 
received? 
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Code Breaker 



UYO REA OS TARMS! 

Code Breaker sends you scrambled messages to decode. Can you de¬ 
code the message above? It says "You are so smart!" Prove this as you 
play the game. 

Code Breaker consists of three programs. In Code Breaker 1 you receive 
a message in which the letters in each word are scrambled. You must 
rearrange the letters of each word to decode the message. In Code 
Breakers 2 and 3 the letters in each word are scrambled—and the 
words are also out of order. To find the message, you must rearrange the 
letters in each word and then rearrange the words themselves. Code 
Breaker 3 contains longer and more difficult words than Code Breaker 2. 

Code Breaker helps develop the vocabulary skills, knowledge of gram¬ 
mar, and fluency in sentence construction that are needed for good 
writing. In order to decode a message, the player must recognize the 
scrambled words. This involves both vocabulary and spelling skills. To un¬ 
scramble sentences, the player must manipulate different parts of 
speech—verbs, nouns and adjectives—to see which arrangement 
makes sense. The player will usually try several different patterns before 
deciding which is best. Everyone has some knowledge of grammar, in¬ 
formal as well as formal. Code Breaker gives the player the opportunity 
to put that knowledge to work in an enjoyable and practical way. 

HOW TO USE THE PROGRAMS 

Begin with Code Breaker 1. Follow the directions on the screen to use the 
program, The computer will tell you to type in your decoded message 
and will indicate which words are correct. Keep trying until you get the 
entire message correct. (It helps to have paper and a pencil handy.) 

When you feel you can handle the challenges provided by Code Break¬ 
er 1, go on to Code Breaker 2. And when you find you're doing well on 2, 
go on to 3. You can use each program many times. Messages are pro¬ 
duced randomly by the computer, so you will get different messages to 
unscramble each time you play. 

Cassette version: Sides A and B of the cassette are identical. Each side 
contains all three programs. 
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Memory Builder: Concentration 



The object of Memory Builder: Concentration is to find pairs of 
matching letters or words. You can play the game 

□ against another person 

□ against the computer 

□ against yourself (trying to find all the pairs in the fewest 
possible turns) 

The computer displays 20 cards face down on the TV screen. Each 
card is numbered. A person can turn over a card, revealing a 
"hidden" letter or word, by typing the card's number. Then the 
person types the number of a second card, hoping it has the 
matching letter or word. If a match isn't found, the objects are 
hidden again, the numbers reappear, and the second card player 
takes a turn. If a player finds a match, he or she gets another turn. 
The player who finds the most matches wins. 

The computer will prompt you throughout the game, 

telling when and how to indicate your choices. The computer also 

keeps score and indicates who has won. 


HOW DOES THIS GAME TEACH? 

To play Memory Builder: Concentration effectively, a child quickly 
learns to pay close attention to the position of each letter or word 
when it appears on the screen. The child must try to remember the 
position so that he or she can find it later. The game, therefore, 
provides memory practice that can increase a child's attention 
span, ability to concentrate, and ability to remember important 
facts. These skills are essential for learning in school. 

In order to read well, a child must be able to quickly see the 
difference between letters or words that are somewhat alike, such 
as W and M, p and d, cat and rat. A child needs practice 
matching letters and words, and making distinctions between 
similar words. A child also needs to practice "sounding out" and 
reading words. These skills can be developed in an entertaining 
way as the child plays Memory Builder: Concentration. 
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ACTIVITIES FOR YOU AND YOUR CHILD 


The following activities will reinforce and expand on the concepts 
and skills developed in Memory Builder: Concentration. 

1. Draw pairs of similar letters or words, such as E and F, p and q, 
bit and hit. Ask the child how the objects in a pair are similar 
and how they differ from one another. 

2. Have the child look at a picture in a book or magazine for 15 or 
30 seconds. Then ask the child to list all the objects he or she 
can remember seeing in the picture. As the child improves, use 
more complex pictures. (This can be a challenge for adults, too!) 



Reading Comprehensions What's 
Different? 


Reading Comprehension: What’s Different? is a series of programs 
designed to build the analytical skills essential for good reading com¬ 
prehension. Because these are reading programs, all displays and rein¬ 
forcements involve the use of words rather than graphics and other 
visual displays. 

The programs are designed for elementary school students and for old¬ 
er students who need to improve their reading skills. Each game uses 
words from standard, graded reading lists. 


ORGANIZATION OF THE COURSE 

When we think of reading instruction, we normally think of decod¬ 
ing—sounding out words. Equally important is the ability to read for 
understanding. These programs, in game format, build reading com¬ 
prehension and logic skills. The object of the game is to select the word 
that is different in a group of words. For example: 
red blue clear green 

“clear” is different because it is not a color. When the student makes 
the correct choice, the computer indicates that the answer is correct 
and explains how the word differs from the other words in the group. 


ATARI and COMMODORE version: 


Game 1: 
Games 2 and 3: 
Games 4 and 5: 
Games 6 and 7: 
Games 8, 9 and 10: 


All words grade 2 or lower 
All words grade 3 or lower 
All words grade 4 or lower 
All words grade 5 or lower 
All words grade 6 or lower 


The cassette version has Games 1 to 5 on Side A of the cassette. Games 
6 through 10 are on Side B. 
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APPLE version: 

The programs have been condensed into five games but all the prob¬ 
lems found in the ten-game version are included. 

Game 1: All words grade 3 or lower 
Game 2: All words grade 4 or lower 
Game 3: All words grade 5 or lower 
Game 4: All words grade 6 or lower 
Game 5: All words grade 6 or lower 

Students should begin with the first program in the course, even if 
they think they know enough to skip ahead. They should repeat each 
lesson until they score 90% or more. 

A student should be encouraged to explain his or her choices. A parent 
or teacher should monitor the student’s first session, asking the stu¬ 
dent why he or she is planning to make a particular choice. 

A student can stop at any time and obtain his or her score. 

ADDITIONAL ACTIVITIES 

Here are some additional activities that will improve a student’s read¬ 
ing skills: 

1. Keep a dictionary handy while playing What’s Different? Look 
up words that you are unable to define. Write each word on an 
index card. On the reverse side of the card, write the word’s defini¬ 
tion^). Use these flash cards to increase your vocabulary. 

2. Make up your own word problems. Put them on index cards. On 
one side list four words, one of which does not belong in the group. 
On the reverse side, write the word that doesn’t belong and explain 
how it differs from the other words in the group. 

3. Play word games, such as Scrabble and Boggle. Do crossword puz¬ 
zles. These activities can help you use words you have learned. 
And, more importantly, they can be a pleasant way to learn new 
words. 
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Stovy Builder/Word Master 


WHAT DO THESE PROGRAMS TEACH7 

These programs combine the fun of games with the chal¬ 
lenge of learning and using basic educational skills. De¬ 
signed for children ages 9 and older, the programs help 
to teach and reinforce: 

• grammar skills • vocabulary skills 

• spelling skills • logic and reasoning skills 

Cassette versions: Side A contains Story Builder. Side B 
contains Word Master. 

ATARI and COMMODORE versions: If you are using a 
joystick, plug it into jack #1 in the computer. 


STORY BUILDER 

Story Builder is a series of three programs that provide 
practice in basic grammar skills. The first program re¬ 
views nouns, verbs, and adjectives. It defines and gives 
examples of these parts of speech. It then presents a series 
of sentences and asks the player to identify certain nouns, 
verbs, and adjectives. The computer creates these sen¬ 
tences at random, and will continue to do so until the 
player chooses to quit. 

The next two programs are subtitled “Fractured Nursery 
Rhymes.” Here, players use their knowledge of nouns, 
verbs, and adjectives to supply words to the computer. The 
computer asks for a group of words. It may begin by asking 
for a noun. The player types in a noun - it can be any noun 
the player wants - and presses the RETURN key. The 
computer asks for several more words, then uses all the 
words in appropriate places in a familiar nursery rhyme. 
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The object of the game is to create a story that makes 
sense (though it may be a very silly story). If the player 
gives a word that is the wrong part of speech, the computer 
will still use it. The result: a story that doesn’t make sense. 

By seeing the words used in a story, players learn the role 
that each part of speech plays in a sentence. And, when 
players make a mistake, it is easy for them to see what 
went wrong. 


WORD MASTER 

In this game the player must try to guess a 3-letter word 
chosen by the computer. After the player types in a word 
and presses RETURN, the computer indicates: 

• how many letters are correct and in the right location 
in the word 

• how many letters are correct but in the wrong lo¬ 
cation 

However, the computer doesn’t tell which letters are cor¬ 
rect. The player continues to try to guess the word, using 
logic and knowledge of the English language. The player 
has ten tries in which to guess the word. Of course, the 
object is to guess the word in as few tries as possible. 

Here’s an example of a Word Master game: 

PLAYER’S COMPUTER’S RESPONSE 
GUESS 

CAT 1 letter correct and in correct position 

TAP 1 letter correct and in correct position; 1 let¬ 

ter correct but in wrong position 

PAD 2 letters correct and in correct position 

PAN CORRECT! 
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Let s Spell 


Let’s Spell is a series of 4 programs. The first three teach a 
second grade spelling list of 90 words. The fourth program is 
a test of the 90 words. Each lesson covers 30 words. 

All of the programs on this cassette have voice 
accompaniment. 

HOW TO USE LET'S SPELL 

CLOAD the first program and RUN it as you would any 
Atari BASIC program. However, keep the PLAY button 
down on the cassette player when you run the program so 
that the voice track will be played with the program. 

The student will be presented with a word and shown how to 
spell it. Then, in a series of 5 words, the student will have to 
spell the word from its sound. 

Each program lesson has 30 words, but 30 words may be too 
much to learn in a single session. Have the child do a few 
words in the beginning, and increase the number at each sit¬ 
ting. Each program must be run from its beginning, so that 
each learning session will begin with a repeat of the first 
words in the program. 

After several sessions the student should be able to do all 
thirty words. Do not have the student take the final test un¬ 
til all of the words are mastered. 

THE LET'S SPELL WORD LIST 

The following words are covered in this course. Use this 
listing to review the words with the child when he or she is 
not actually working with the computer programs. For 
example, you could ask the child to spell each word, to use it 
in a sentence, or to find it in a dictionary. 
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PROGRAM ONE 


x ivwvjrxvr-vivx vyx’i x-/ 

boy 

play 

water 

rain 

name 

apple 

party 

door 

eat 

doll 

book 

room 

candy 

boat 

white 

hill 

toy 

blue 

cold 

house 

black 

green 

snow 

store 

pink 

dog 

school 


girl 

cake 

street 


PROGRAM TWO 

come 

how 

tell 

long 

said 

both 

make 

fast 

night 

three 

his 

show 

next 

please 

why 

now 

giant 

say 

four 

her 

work 

morning 

ride 

what 

jump 

good 

little 

time 

day 

five 

PROGRAM THREE 

dress 

when 

sister 

always 

shoe 

com 

over 

mother 

cow 

pretty 

food 

before 

city 

hat 

egg 

soon 

again 

train 

coat 

milk 

baby 

away 

farm 

fish 

friend 

about 

bird 


every 

father 

after 
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Do—It—Yourself Spelling 



DO—IT—YOURSELF SPELLING allows you to make your own com¬ 
puterized spelling programs, complete with voice. The program 
is ideal for parents, teachers, and students of all ages. Briefly, this 
is how the program works: 

1. You enter the spelling words into the computer program. 

2. You record the spoken words. 

3. The student or other user runs the program, hears the word, 
and types it into the computer. 

The program includes a printer option. Using this option, the user 
can print out the results of each exercise. 


A. PREPARE THE SPELLING LIST 

Use your own list of words. Or select the appropriate list from the 
series in this booklet. Divide the list into smaller, 10-word lists. 
NOTE: This program will not accept words with spaces, hyphens, 
accents or apostrophes. For example, it will not accept the fol¬ 
lowing: all right, cross-country, don’t. 


B. GENERATE THE SPELLING PROGRAM _ 

The spelling program accepts words in the form of DATA lines. 
First, load the program into the computer, using the CLOAD com¬ 
mand. (If you have trouble loading from one side, turn the cas¬ 
sette over and load from the other side. Both sides of the cas¬ 
sette contain the same program.) After the program is loaded, 
rewind the cassette and remove it from the ATARI Program Re¬ 
corder®. 

Type RUN. A menu will appear on the screen. The first thing you 
want to do is to enter the word list. Carefully follow the instruc- 




tions given in the program. The program will show you the format 
in which the DATA lines must be typed. 

There should be at least ten words on a cassette. And it’s proba¬ 
bly best to limit yourself to 100 words per cassette. You can make 
several cassettes, all containing different word lists, if the need 
arises. 

After you have entered the DATA lines, RUN the program again. A 
routine within the program automatically checks to see if you 
have entered the DATA lines correctly. Use this opportunity to 
double-check your spelling. Also, refer to your list, making sure 
that you entered the words in the correct order. 


C. ADD THE VOICE 

The next step is to save the program in the computer on a blank 
cassette. Place the blank cassette into the Program Recorder, 
wind it to the beginning, then use the CSAVE command. 

After the program has been saved, it’s a good idea to check that it 
has been correctly recorded on the cassette. At the same time, 
you can make it easier for people to use the final program. Here’s 
what to do: 

1. Reset the counter on the Program Recorder to 000. 

2. CLOAD the program. 

3. When the program has loaded, make a note of the number on 
the counter. Later, if a person wishes to go through the words 
more than once, he or she can simply rewind the tape to this 
number. 

4. RUN the program to make sure it runs all right. 

Now remove the cassette from the Program Recorder WITHOUT 
rewinding it. Place the cassette in a regular audio cassette re¬ 
corder with a microphone. Record a message similar to the fol¬ 
lowing: 

“Hello. This is the XYZ spelling list. When you hear a beep 
(make a beeping sound) you MUST press the space bar. 
(beep) 
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“OK, let’s begin. 

“Word # 1 (pause!), diagonal (beep) (pause!) 

“Word #2 (pause!), feature (beep) (pause!) 

After you have recorded all the words, stop and rewind the cas¬ 
sette. Your version of DO-IT-YOURSELF spelling is now complete. 


O. USE THE PROGRAM 

Place the cassette that contains the program with the DATA lines 
and voice into the ATARI Program Recorder. Set the counter at 
000. CLOAD the program. 

After the program has loaded, type RUN and press RETURN. 
When the menu appears, pick choice 3 and press RETURN. The 
program will ask which word you want to start with. The program 
is designed so that you can fast forward the cassette and start 
with a word other than the first word in the list. 

Please note: You MUST press the space bar whenever you hear a 
beeping sound. 

You will have three chances to correctly spell a word. The pro¬ 
gram will identify the kinds of errors made after each wrong try. 
At the end of each 10-word list, a running score will be given. 

If you wish to print out the results of each 10-word list, attach a 
printer to your computer and choose the printer option when it 
appears on the screen. 
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WORD LISTS FOR GRADES ONE-SIX 


Core list for grade 1 

(50 words) 



all 

cat 

hat 

like 

say 

and 

come 

have 

look 

she 

at 

did 

he 

make 

sing 

ball 

do 

help 

man 

sit 

bed 

dog 

home 

me 

thank 

big 

fat 

1 

my 

the 

bird 

fun 

if 

old 

tree 

call 

get 

is 

out 

US 

can 

go 

it 

run 

yes 

car 

good 

let 

said 

you 

Core list for grade 2 (300 words) 



about 

black 

dark 

flat 

horse 

ago 

boat 

day 

floor 

house 

after 

book 

dinner 

fly 

hot 

afternoon 

both 

doctor 

follow 

how 

again 

bottom 

doll 

food 

hurt 

almost 

box 

dollar 

foot 

ice 

along 

boy 

door 

forest 

joke 

already 

bread 

down 

four 

jump 

also 

bring 

draw 

fox 

keep 

always 

brother 

dress 

friend 

kind 

another 

busy 

drink 

from 

kite 

answer 

cake 

drive 

front 

land 

any 

candy 

duck 

full 

large 

apple 

care 

early 

funny 

last 

around 

chair 

eat 

game 

late 

ask 

children 

egg 

giant 

left 

away 

city 

end 

girl 

letter 

baby 

class 

ever 

give 

line 

back 

clean 

every 

glad 

little 

bad 

close 

face 

grass 

live 

bag 

coat 

fall 

green 

long 

banana 

cold 

far 

hand 

lot 

bank 

come 

farm 

happy 

love 

bat 

cook 

fast 

hard 

lunch 

beautiful 

corn 

father 

head 

mad 

because 

corner 

feel 

heavy 

many 

before 

cow 

feet 

her 

maybe 

begin 

cry 

fight 

hide 

meal 

bell 

cup 

find 

high 

men 

best 

cut 

fire 

hill 

milk 

better 

daddy 

fish 

his 

minute 

bike 

dance 

five 

hit 

money 



month 

people 

shoe 

street 

uncle 

more 

pet 

shout 

supper 

under 

morning 

pin 

show 

sure 

until 

most 

pink 

side 

sweet 

very 

mother 

place 

since 

swim 

walk 

mouth 

play 

sister 

table 

want 

mud 

please 

six 

take 

warm 

must 

pretty 

sky 

talk 

wash 

name 

put 

sleep 

tell 

watch 

near 

quick 

small 

ten 

water 

nest 

radio 

smile 

test 

well 

never 

rain 

smoke 

that 

went 

next 

reach 

snake 

them 

wet 

nice 

ready 

snow 

they 

what 

night 

ride 

soap 

thing 

when 

nine 

ring 

some 

think 

wheel 

nose 

river 

song 

this 

white 

now 

road 

soon 

three 

why 

once 

room 

sorry 

time 

will 

only 

rope 

spring 

today 

winter 

other 

round 

star 

together 

wish 

over 

same 

start 

told 

with 

paper 

sand 

stay 

took 

wool 

part 

saw 

still 

town 

wore 

party 

school 

stop 

toy 

work 

pass 

set 

store 

train 

year 

pen 

seven 

story 

try 

yellow 

pencil 

ship 

strange 

twice 

young 


Core list for grade 3 (300 words) 

across 

bath 

bowl 

carrot 

climb 

address 

beach 

branch 

carry 

clock 

afraid 

beginning 

brave 

catch 

clothes 

against 

behave 

breakfast 

caught 

cloud 

age 

behind 

bridge 

cave 

clown 

agree 

believe 

bright 

ceiling 

coal 

angry 

belt 

broke 

cellar 

company 

anything 

bench 

broom 

center 

cookie 

asleep 

beneath 

brush 

chance 

count 

alone 

between 

bubble 

change 

country 

awake 

bicycle 

build 

chase 

cousin 

awful 

birthday 

butter 

cherry 

cover 

balloon 

bone 

button 

chew 

crawl 

bank 

boot 

cage 

chicken 

cream 

bark 

borrow 

calf 

church 

crowd 

baseball 

bottle 

calm 

circle 

difference 

basket 

bought 

card 

circus 

different 



dig 

hungry 

open 

silly 

valley 

dirty 

hurry 

orange 

silver 

vegetable 

discover 

idea 

oven 

skate 

village 

dish 

imagine 

owl 

something 

visit 

divide 

important 

owner 

soup 

voice 

dream 

insect 

pan 

spell 

wet 

dry 

instead 

parade 

spot 

wide 

each 

iron 

parent 

stamp 

wife 

earth 

island 

park 

stick 

wind 

edge 

job 

peanut 

stone 

window 

either 

jungle 

picnic 

straight 

wolf 

empty 

kill 

picture 

string 

woman 

engine 

king 

planet 

study 

world 

enjoy 

knife 

plant 

sugar 

wrap 

enough 

knock 

point 

suit 

wrong 

evening 

lake 

police 

suppose 

yard 

excite 

lamb 

pool 

surface 

yell 

excuse 

laugh 

potato 

surprise 

yesterday 

family 

lazy 

pretend 

tail 

zoo 

famous 

learn 

problem 

teacher 


feather 

lesson 

promise 

teeth 


fence 

lift 

proud 

telephone 


few 

lost 

puppy 

television 


field 

loud 

queen 

thick 


finger 

measure 

question 

thief 


finish 

medicine 

record 

thought 


fix 

metal 

remember 

thousand 


flag 

might 

report 

through 


forget 

mile 

rest 

throw 


found 

million 

return 

thumb 


fruit 

monkey 

ribbon 

thunder 


garden 

mountain 

rich 

tiger 


gas 

mouse 

roof 

tiny 


gift 

move 

rubber 

tomorrow 


glass 

much 

safe 

tonight 


glove 

music 

sailor 

toward 


ground 

nail 

sandwich 

travel 


guess 

neck 

science 

treasure 


half 

neighbor 

season 

trouble 


handle 

neither 

second 

truck 


heart 

noise 

secret 

true 


herself 

noon 

seed 

trunk 


himself 

nothing 

several 

turkey 


history 

number 

shape 

turn 


honey 

nurse 

sheep 

ugly 


hope 

oak 

shirt 

understand 


horn 

ocean 

short 

unhappy 


hospital 

often 

sick 

useful 


hundred 

oil 

sign 

vacation 




Core list for grade 4 (300 words) 


actual 

admit 

adventure 

advice 

alley 

allow 

almost 

aloud 

although 

amount 

amusement 

angel 

arch 

army 

arrive 

attack 

attend 

autumn 

awhile 

bacon 

bargain 

barrel 

bathroom 

battle 

belonging 

birth 

blame 

blanket 

blind 

blood 

bloom 

brain 

breeze 

bundle 

burst 

business 

camera 

candle 

captain 

carried 

carrying 

celebrate 

certain 

chain 

charge 

cheese 


chief 

coffee 

collar 

collect 

colony 

colorful 

compare 

concern 

concert 

condition 

consider 

contain 

contents 

contest 

control 

correct 

crate 

crayon 

cross 

curious 

curtain 

cute 

dairy 

dangerous 

daughter 

dead 

death 

decide 

defend 

deliver 

describe 

desk 

distance 

doubt 

dough 

doughnut 

doze 

dozen 

drawing 

drill 

drug 

dumb 

dump 

eighth 

elect 

electricity 


entire 

erase 

event 

everybody 

exactly 

example 

excellent 

except 

excitement 

exercise 

expect 

explain 

explore 

extra 

eyesight 

fault 

favorite 

final 

flight 

fog 

foggy 

foolish 

forgotten 

freedom 

fresh 

gentle 

germ 

grain 

growth 

guide 

habit 

Halloween 

hammer 

harden 

height 

hello 

helpful 

highway 

hobby 

holiday 

hollow 

homemade 

honest 

horseback 

hotel 

interest 


join 

kick 

kitty 

knee 

knit 

laboratory 

lamp 

laughter 

lawful 

leaking 

leather 

lemon 

length 

library 

limit 

listen 

lovely 

lumber 

machine 

magic 

matches 

member 

middle 

mirror 

model 

movie 

musician 

narrow 

navy 

neatly 

necessary 

needle 

newspaper 

notice 

nuzzle 

office 

operate 

ordinary 

package 

painter 

palace 

perfect 

perform 

period 

pilot 

pirate 


plenty 

possible 

practice 

prairie 

present 

president 

princess 

probably 

pudding 

puddle 

punish 

purple 

puzzle 

quiet 

quit 

rabbit 

radio 

really 

reason 

receive 

recover 

remind 

remove 

repeat 

ripen 

risen 

safety 

salad 

scale 

scarce 

scare 

scary 

scoop 

score 

scout 

scream 

search 

seashore 

seaweed 

select 

sentence 

serious 

shadow 

sharp 

shiny 

shoot 



signal 

sport 

switch 

upset 

whisker 

silence 

spread 

terrible 

upstairs 

whisper 

silent 

station 

ticket 

useless 

whistle 

sixth 

stomach 

tight 

valentine 

whom 

size 

storm 

tomato 

view 

wrinkle 

slam 

straw 

tongue 

violin 

writer 

slant 

stump 

tooth 

visitor 

written 

slept 

stupid 

touch 

wagon 

wolves 

soap 

supply 

tractor 

warrior 

worm 

soldier 

surely 

trade 

waste 

worry 

someday 

sweep 

traffic 

watchful 


somewhere 

swept 

trash 

welcome 


special 

swift 

tunnel 

wheat 


spend 

swimming 

unless 

whichever 


spoon 

swing 

upper 

whip 



Core list for grade 5 (500 words) 


accept 

automobile 

caution 

couple 

digest 

ache 

balance 

cement 

cozy 

dime 

accident 

balcony 

century 

crab 

diminish 

accuse 

bandage 

champion 

crazy 

dinosaur 

acid 

bathe 

chapter 

creature 

direction 

acre 

beyond 

character 

crisp 

disappear 

adjust 

birthplace 

characteristic cruel 

disease 

admiration 

blizzard 

chill 

cube 

dishonest 

admire 

blossom 

chimney 

custom 

dissatisfied 

advantage 

boast 

chocolate 

damage 

dislike 

afford 

bomb 

citizen 

dawn 

disorder 

agreement 

boundary 

citrus 

debate 

division 

ancestor 

breath 

civilize 

decimal 

dollar 

ancient 

breathe 

clever 

decorate 

donkey 

ankle 

brilliant 

cliff 

delicious 

double 

announce 

bucket 

climate 

democracy 

dreadful 

appeal 

buckle 

closet 

dentist 

dwarf 

appear 

budge 

clumsy 

depth 

eagle 

approach 

bugle 

collapse 

design 

earthquake 

apron 

bulge 

college 

desert 

easily 

argue 

bulletin 

column 

desire 

education 

argument 

bushel 

comfortable 

dessert 

elementary 

arithmetic 

butcher 

comic 

destroy 

elsewhere 

arrange 

cabinet 

companion 

determine 

enemy 

artery 

camel 

composer 

development 

energy 

article 

cancer 

conquer 

devil 

engineer 

ashamed 

canoe 

continent 

diamond 

enormous 

astonish 

cardboard 

convenient 

diary 

entrance 

attention 

career 

convince 

diet 

envy 

author 

carriage 

costume 

difficulty 

equal 



equator 

equip 

error 

erupt 

especially 

evaporation 

examine 

expensive 

experience 

experiment 

expert 

exit 

explanation 

explode 

explosion 

export 

express 

exterior 

extreme 

factory 

familiar 

farthest 

fiction 

fifteen 

fiftieth 

figure 

flute 

foreign 

forge 

fortunate 

fortune 

fountain 

fraction 

freeze 

freight 

frighten 

frontier 

frost 

frozen 

fuel 

furniture 
future 
gallon 
garage 
garbage 
gather 
generate 
geography 
32 ghost 


giggle 

material 

government 

mattress 

gravity 

mayor 

grocery 

meadow 

guard 

medium 

guest 

meeting 

handkerchief 

memory 

happiness 

message 

harbor 

messenger 

harvest 

method 

health 

mischief 

helicopter 

mistaken 

hopeful 

mixture 

horrible 

modern 

human 

moist 

hurricane 

moral 

husband 

movable 

icy 

multiply 

immediate 

murder 

impossible 

muscle 

increase 

museum 

information 

mysterious 

institute 

mystery 

instrument 

napkin 

intelligent 

native 

introduce 

natural 

invention 

navigate 

invisible 

necktie 

irrigate 

negative 

jewel 

nickel 

judge 

normal 

juice 

northern 

juicy 

obtain 

kitchen 

occasion 

lawyer 

occurred 

ledge 

onion 

lettuce 

opinion 

liberty 

opposite 

lightning 

organization 

liquid 

organize 

lizard 

original 

loaf 

ornament 

locate 

otherwise 

location 

parachute 

locomotive 

paragraph 

magazine 

parallel 

major 

passenger 

mammal 

pasture 

marble 

patrol 


peaceful 

realize 

pearl 

recapture 

pebble 

recently 

perfume 

recognize 

perhaps 

rectangle 

perimeter 

rectangular 

permission 

refuse 

perplex 

regular 

persuade 

relative 

photograph 

relax 

piano 

remain 

pilgrim 

reptile 

pillow 

republic 

pioneer 

resident 

pitch 

resource 

platform 

restaurant 

pleasant 

result 

pleasure 

revolution 

plumber 

reward 

polish 

rotation 

polite 

rough 

pollution 

royal 

popular 

salute 

position 

sample 

positive 

satellite 

postage- 

satisfaction 

precious 

scarf 

prefer 

scientific 

prepare 

scientist 

prevent 

scissors 

price 

scratch 

prison 

screech 

private 

scribble 

prize 

selection 

profession 

separate 

program 

settlement 

property 

shady 

provide 

shallow 

public 

shelf 

pumpkin 

shelter 

pupil 

shoulder 

purse 

shove 

quarrel 

shovel 

quarter 

shy 

quiz 

sincerely 

quote 

single 

radiate 

skeleton 

rapid 

skirt 

rather 

skull 



skyscraper 

stolen 

temperature 

tuna 

wealth 

smog 

strength 

tennis 

umbrella 

weapon 

sneak 

stretch 

termite 

unable 

weary 

sneeze 

strict 

theater 

uneven 

weave 

southern 

structure 

thirsty 

uniform 

wedding 

spacecraft 

struggle 

throat 

unknown 

wedge 

sparkle 

subject 

tighten 

unlucky 

weird 

speech 

succeed 

tissue 

unusual 

wharf 

speed 

success 

title 

usually 

wherever 

spider 

suggest 

total 

vacant 

whisk 

spirit 

superior 

tough 

vacuum 

wilderness 

square 

support 

tremble 

valuable 

windshield 

squash 

suppose 

triangle 

variety 

wisdom 

squeak 

surround 

trousers 

verb 

wives 

squeeze 

swallow 

truly 

victory 

wizard 

squint 

sweater 

truth 

volcano 

wreck 

squirm 

swollen 

tulip 

wallet 

wrist 

stable 

sword 

twilight 

warmth 

yarn 

starve 

system 

twinkle 

warning 

yawn 

statue 

talent 

twist 

wasp 

youth 

steady 

telescope 

twitch 

waterfall 

zero 

Core list for grade 6 (500 words) 



abbreviation 

annual 

auditorium 

catalog 

complex 

ability 

antelope 

authority 

catapult 

compliment 

absurd 

anxiety 

autograph 

cautious 

computer 

abundant 

anxious 

avenue 

cellophane 

condemn 

accidental 

apologize 

average 

cemetery 

confidence 

accomplish 

applaud 

available 

central 

congratulation 

accurate 

applause 

awkward 

cereal 

conveyor 

achieve 

application 

bacteria 

ceremony 

congress 

acknowledge appreciate 

baggage 

certificate 

constellation 

acquire 

apprentice 

banquet 

chafe 

constitution 

actor 

appropriate 

behavior 

chalk 

contrary 

actress 

approximately benefit 

challenge 

cooperate 

adjective 

aquarium 

biography 

charity 

corporation 

advertise 

architect 

biscuit 

chasm 

correspond 

aerial 

arctic 

bruise 

cheat 

corridor 

agency 

artificial 

buffalo 

chemical 

courage 

agriculture 

artist 

cactus 

chemistry 

courtesy 

aisle 

association 

cafeteria 

cocoon 

creative 

allegiance 

astronaut 

calendar 

colonial 

crescent 

alphabet 

astronomy 

campaign 

combination 

criticize 

aluminum 

athlete 

capable 

communicate crystal 

ambition 

atlas 

carnival 

community 

cuckoo 

ambulance 

attraction 

cartoon 

compete 

curiosity 

annoy 

audience 

casual 

competition 
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daffodil 

envelope 

hesitate 

longitude 

nursery 

daily 

environment 

honorable 

loyal 

nylon 

dandelion 

epidemic 

horizon 

luggage 

nymph 

decade 

erosion 

humid 

luxury 

oath 

deceive 

escalator 

hydrant 

macaroni 

obedient 

decision 

essay 

hygiene 

machinery 

object 

definitely 

establish 

hyphen 

magical 

obstacle 

deliberate 

eternity 

icicles 

magician 

obvious 

delicacy 

evidence 

identify 

magnificant 

occupation 

democratic 

exhaust 

ignorance 

magnify 

official 

demonstrate 

exhibit 

illustration 

majestic 

omit 

desperate 

extinct 

imaginary 

majority 

opponent 

despise 

fanatical 

immigrant 

mammoth 

opportunity 

diagonal 

fantastic 

incredible 

maneuver 

orchard 

diagram 

fascinate 

independence manufacture 

orchestra 

dialect 

fashion 

individual 

marriage 

orchid 

dictionary 

feature 

industry 

marvelous 

ostrich 

diesel 

fertilize 

influence 

mathematics 

oyster 

dignify 

festival 

ingredient 

maximum 

pageant 

diligent 

fiery 

injure 

mechanism 

pamphlet 

directory 

formidable 

innocent 

merchandise 

paradise 

disappointment formula 

inquire 

memorize 

paraffin 

disguise 

fragrance 

insignificant 

meteor 

pasteurize 

distinguish 

function 

inspection 

microscopic 

patriotic 

distribute 

funeral 

instinct 

mileage 

peculiar 

district 

furious 

insurance 

military 

peninsula 

document 

gaunt 

interfere 

millionaire 

perceive 

dramatic 

generous 

interior 

mimic 

petroleum 

drought 

genius 

interrupt 

miserable 

physician 

drowsy 

genuine 

investigation 

missionary 

pigeon 

drummer 

geology 

italic 

misspell 

plastic 

dungeon 

geyser 

jealous 

moisture 

plateau 

dynamite 

glacier 

jewelry 

molasses 

pledge 

eclipse 

glorious 

journal 

monastery 

plentiful 

eerie 

glossary 

journey 

monument 

poem 

efficiency 

gorgeous 

judgment 

mosquito 

poetry 

elbow 

gradual 

justice 

muffler 

poisonous 

electronics 

graduate 

kerosene 

mustard 

policy 

elephant 

grammar 

khaki 

naughty 

politics 

embarrass 

greasy 

knowledge 

neglect 

population 

embroider 

guarantee 

language 

nervous 

porcelain 

emerald 

guardian 

latitude 

neutral 

portrait 

emergency 

guitar 

league 

noisily 

possibility 

emphasis 

gymnasium 

lecture 

notify 

poultry 

employer 

gypsy 

license 

novice 

poverty 

encyclopedia 

hazardous 

licorice 

nuclear 

practical 

endurance 

hemisphere 

lieutenant 

nuisance 

precipice 

enthusiasm 

heroine 

lonesome 

numerous 

prehistoric 
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presence 

rhythm 

simplify 

surveyor 

unfortunately 

prettiest 

rickety 

slavery 

suspense 

unique 

primary 

ridiculous 

sleeve 

suspicious 

universe 

prism 

routine 

slippery 

syllable 

uranium 

privilege 

rummage 

smudge 

symbol 

urchin 

productive 

sacrifice 

solar 

sympathetic 

urgent 

prophet 

salary 

somersault 

synonym 

various 

prosperous 

satisfactory 

souvenir 

syrup 

vault 

publish 

satisfy 

spaghetti 

tablet 

verdict 

purchase 

savage 

sphere 

technical 

veterinarian 

pursuit 

scenery 

spherical 

temporarily 

vibration 

pyramid 

schedule 

spicy 

territory 

vicious 

quality 

scheme 

spinach 

testimonial 

victimize 

quantity 

scholar 

splendid 

theme 

vigorous 

radiant 

script 

squirrel 

therefore 

villain 

raisin 

sculpture 

stadium 

thrust 

violence 

recipe 

secondary 

stampede 

torpedo 

virtue 

recreation 

secretary 

startle 

tourist 

vitamin 

rehearse 

seldom 

stiffen 

tournament 

vocal 

reliable 

sensible 

stimulate 

tragedy 

volume 

relieve 

sergeant 

storage 

treacherous 

volunteer 

religion 

shabby 

stubborn 

tremendous 

voyage 

remedy 

sheriff 

studio 

tributary 

welfare 

rendezvous 

shield 

submerge 

triumph 

witness 

requirement 

sieve 

suburb 

trophy 

worship 

rescue 

signature 

sufficient 

typical 

wrestle 

reservoir 

silhouette 

suitable 

unbelievable 

yeast 

revenge 

similarity 

surgeon 

undoubtedly 

yield 
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Robin's Halloween 



To make the best use of Robin’s Halloween, read this guide 
before your child begins to use the programs. 

Included in this package are two computer programs, 

“Robin’s Halloween” and “Robin and the Missing Letters.” 
There also is an activity book, “Robin’s Book of Puzzles.” 
Children should watch “Robin’s Halloween” before using the 
second program or the book. 

The materials in this package are designed to build the 
following skills: 

• listening skills • spelling 

• reading skills • following directions 

• word recognition 

Children learn at different rates. Some children will be 
ready for these programs at age 5 while others will not be 
ready until they are 7 or older. If your child shows a lack of 
interest or has considerable difficulty in following directions, 
wait a few weeks and try the program again. At some point, 
the child will indicate readiness to use the programs and an 
enthusiasm about learning. 

ROBIN'S HALLOWEEN 

This is an interactive story with a voice narration. It is 
designed for children who are learning to read. While the 
children watch the computer screen, a voice tells them about 
Robin and the various challenges she faces as she helps a 
disabled spaceship. The tale unfolds only when children use 
the joystick to find key words. 

After the program has loaded, the computer asks which 
option the child wishes to use. There are two options: 

1. The key word is one of a group of words that rhyme or 
have similar starting sounds. 
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2. The key word is one of a group of words that have 
different meanings and that the child should recognize. 

By pressing the SELECT key, the child can indicate whether 
each key word should be one of 3 or one of 6 words presented 
by the computer. 

The following words are featured in “Robin’s Halloween:” 


bat 

fly 

hill 

take 

boo 

give 

home 

up 

castle 

go 

ice 

walk 

climb 

hard 

light 

window 

down 

help 

star 



Suggestion: Sit with children as they use this program. 
When words appear on the screen, ask the children to speak 
each word. 


NOTE: If your TV set is not adjusted correctly, you may be 
unable to see either the beginning letters of the words on the 
left or the end letters of the words on the right. 

ROBIN AND THE MISSING LETTERS 

This game helps build spelling skills. The child must help 
Robin choose the letters that are missing in a series of 
words. The game has two levels: 

1. One letter is missing from each word. 

2. Two letters are missing from each word. 

In some cases it is possible that more than one word could be 
formed. For example, F_LL might be “fall” or “fell” or “fill.” 
However, the computer is looking for and will accept only 
one of these words. 

The child uses the joystick to move Robin under the letter he 
or she thinks is needed in the word. When the child pushes 
the joystick button, Robin indicates if the child’s choice was 
correct or incorrect. If it was correct, the spaceship puts the 
letter in the word. After every ten words, a score is given. 
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The following words are used in “Robin and The Missing 
Letters:” 


away 

give 

hold 

right 

said 

ball 

hard 

house 

robin 

small 

bird 

have 

jump 

game 

space 

black 

hear 

know 

girl 

star 

blue 

help 

land 

night 

stay 

call 

here 

large 

over 

step 

catch 

high 

last 

walk 

stop 

climb 

hill 

light 

want 

story 

cold 

home 

like 

water 

take 

come 

party 

long 

what 

talk 

dark 

play 

lost 

white 

tall 

down 

please 

make 

window 

tell 

fall 

pocket 

many 

wish 

thank 

father 

rain 

mother 

word 

that 

find 

read 

must 

tree 

thing 

friend 

ride 

name 

under 

this 


Disk version: You have the option of adding your own words. 
You’ll need a separate disk on which to save your words. 
Follow directions on the screen. Note these restrictions: 


1. Words must contain at least 4 but no more than 6 letters. 

2. In 4-letter words, the second and third letters cannot be 
the same. 

3. In 5- and 6-letter words, the third and fourth letters 
cannot be the same. 

You may save more than one list of words. But each list 
needs its own name. It is important to remember this name 
in order to use the list. 

Suggestion: Sit with your children as they use this program. 
As each word appears on the screen, ask the children what 
they think it is. 

ROBIN'S BOOK OF PUZZLES 

This book contains a variety of puzzles for the child to 
complete. Each puzzle reinforces or builds on a skill 
developed in the computer programs. The puzzles may be 
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completed in any order. However, when a type of puzzle 
appears more than once, the first example is usually easier 
and more fully explained than the later examples. 

HOW TO USE THE PROGRAMS 

Be sure the BASIC cartridge is in place in the computer. 

Plug a joystick into Jack #1. 

Cassette version 

1. Side A contains the story, “Robin’s Halloween.” Side B 
contains the game, “Robin and the Missing Letters.” 

2. Place the cassette in the ATARI Program Recorder and 
rewind to the beginning. Press the PLAY button. 

3. Type CLOAD and press RETURN twice. The program 
will load. 

4. It is possible that you may wish to immediately repeat 
the story, “Robin’s Halloween.” Here is how to do this 
without reloading. The first time you load the story, set 
the counter on the Program Recorder to 000. When the 
program has finished loading, record the number on the 
recorder. Then proceed to listen to the story. When the 
program is finished, press the RESET key. Then rewind 
the tape back to the number you noted earlier. 

Type GOTO 10. 

Disk version 

1. Place the voice cassette in the ATARI Program Recorder. 
Insert it Side A up to hear the story. Insert it Side B up if 
the child plans to play the game. Rewind the cassette to 
the beginning and press the PLAY button on the 
recorder. 

2. Turn on the disk drive. When the “busy” light goes out, 
insert the disk. 

3. Turn on the computer and TV set. When the menu 
appears on the screen, choose the program you wish to 
use. 

NOTE: To protect the TV screen from “burn in,” the ATARI 
computer will, after a period of time, change the screen color 
or even blank it out. If this happens, press the space bar and 
continue with the program. 
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Loading Instructions 


LOADING INSTRUCTIONS: APPLE 

Load and run the programs as you would any other BASIC 
programs. 

LOADING INSTRUCTIONS: ATARI Disk 

1. Be sure the BASIC cartridge is in place in the computer. 

2. Turn on the disk drive. When the “busy” light goes out, 
insert the disk. 

3. Turn on the computer and TV set. The program will load 
automatically. 

IMPORTANT: Additional loading information is provided 
under some individual titles. 

NOTE: To protect the TV screen from “burn in,” the ATARI 
computer will, after a period of time, change the screen color 
or even blank it out. If this happens, press the space bar and 
continue with the program. 

LOADING INSTRUCTIONS: ATARI CASSETTE 

1. Be sure the BASIC cartridge is in place in the computer. 

2. Place the cassette in the ATARI Program Recorder and 
rewind the tape to the beginning. If you are loading the 
first of several programs on that side of the cassette, read 
Locating Programs, below, before proceeding. 

3. Press the PLAY button on the Program Recorder. 

4. Type CLOAD and press RETURN twice. The program 
should begin to load. 

5. After the program has loaded and the READY prompt 
appears, type RUN and press the RETURN key to start 
the program. 

IMPORTANT: Additional loading information is provided 
under some individual titles. 
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NOTE: To protect the TV screen from “bum in,” the ATARI 
computer will, after a period of time, change the screen color 
or even blank it out. If this happens, simply press the space 
bar and continue with the program. 

LOADING INSTRUCTIONS! COMMODORE 64 DISK 

1. Turn on the disk drive, computer, and television set. 

2. Insert the disk into the disk drive. 

3. Type LOAD “PDI”, 8 and press RETURN. 

4. Type RUN and press RETURN. 

5. Follow directions on the TV screen. 

NOTE: If at any time you wish to end a program, remove 
the disk from the disk drive. Turn off all equipment. Wait a 
moment before turning on the equipment again. 

LOADING INSTRUCTIONS: COMMODORE 64 
CASSETTE 

1. Turn on the computer and television set. 

2. Insert the cassette into the cassette player. If necessary, 
rewind to the beginning. 

3. Type LOAD and press RETURN. 

4. The computer will respond with PRESS PLAY ON 
CASSETTE. Do so. 

5. The TV screen will go blank for a few moments. Then, 
the name of the program being loaded will be displayed. 
Press the space bar to continue the loading process. 

6. The screen will again go blank. Be patient: the loading 
process may take several minutes. 

7. After the program has loaded, the READY prompt ap¬ 
pears on the TV screen. Type RUN and press RETURN. 

8. Follow directions on the TV screen. 

Some cassettes contain more than one program on a side. To 
load a later program, begin where the previous program has 
finished loading. Then follow the above procedure, beginning 
with Step 3. 
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Cassettes can be very tempermental. If you encounter diffi¬ 
culties when trying to load a cassette program, keep calm. 
Follow the above instructions again. The problem will usual¬ 
ly clear up after a second or third try. 

NOTE: If at any time you wish to end a program, remove 
the cassette from the cassette player. Turn off the computer. 
Wait a moment before turning on the equipment again. 

LOADING INSTRUCTIONS: TI-99/4 and TI-99/4A 

1. Put the cassette into the cassette player unit. 

2. Turn on the computer. 

3. The screen display will tell you to push any key. Do so. 

4. The screen display will give you options. Select “TI 
BASIC.” 

5. Type OLD CS1 and press ENTER. (Note: You must be 
in the upper-case mode.) 

6. The computer prompts “REWIND CASSETTE TAPE 
CS1 THEN PRESS ENTER.” You should do this if you 
are using the first program on the tape. But if you are 
using a later program, disregard the message. Just press 
ENTER. 

7. From this point on, follow directions on the screen. 

When the Basic prompt (“>”) appears, type RUN and 
press ENTER. 

IF YOU HAVE DIFFICULTY LOADING A CASSETTE: 

8. Turn the tone control to the highest setting. 

9. Start with the volume about mid-range. 

10. If you get the message NO DATA FOUND, increase the 
volume. 

11. If you get the message ERROR IN DATA, decrease the 
volume. 

LOCATING PROGRAMS ON CASSETTES 

Some cassettes contain more than one program on a side. 

Use the following procedure to easily return to a specific pro¬ 
gram. 
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1. To load the first program, rewind the cassette fully. Set 
the counter on the Program Recorder to 000. 

2. After the first program has loaded, write down the num¬ 
ber where the counter stopped. 

3. The second program is designed to load right after the 
first, the third right after the second, etc. When you load 
each successive program, write down the number where it 
finished loading. 

4. To go directly to a program, rewind the cassette fully and 
set the counter to 000. Fast forward to the number where 
the previous program finished loading. (For example, if 
you want the third program, forward the tape to the num¬ 
ber where the second program finished loading.) 

5. Follow loading instructions for your computer. 


Cassette title: Side: 


PROGRAM 

START LOAD 

FINISH LOAD 


QOO 













Cassette Loading Problems 

1. While it is possible for a cassette to be defective, 90 
percent of all loading problems are caused by the cassette 
player or the computer user. Failure of a program to load 
is usually due to one of the following: 

a. starting the load at the wrong place on the tape 

b. speed variations in the cassette player 

c. a dirty playback head or a dirty pinch roller in the 
cassette player 

2. Often, when a program fails to load on the first try, it 
will load on the second try. 

3. ATARI cassettes: Each program has a pilot tone that 
precedes the actual program. When you CLOAD the 
computer ignores everything on the tape for 9 seconds. For 
the next 18 seconds it looks for the pilot tone. If the 
computer finds anything other than the pilot tone, it may 
give an error message. The computer must find a program 
within 27 seconds of the CLOAD, or it will produce an error 
message. 

9-Second Time 18 Seconds to Find Actual 

Out Pilot Tone Program 



Please take a moment to supply us with the following information. In order for your purchase to be covered by 
the PDI warranty, we must have a record of your purchase. 
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Do you have: □ Modem City- 

□ Voice synthesizer D Disc drive(s) 

□ Printer □ Other peripherals State 







DISCLAIMER AND LIMITED WARRANTY 

This software product and documentation are sold "AS IS" without 
warranty as to their performance. The entire risk as to the quality and 
performance of the computer software is assumed by the user. 

However, Program Design, Inc. warrants that the medium on which the 
program is recorded will be free from defects under normal use and 
service for a period of ninety (90) days from the date of purchase. 

If the ninety day period expires, or the user has damaged the disk or 
cassette. Program Design, Inc. will exchange the non-working media for 
a service charge. The fee will be $5.00 for each disk or cassette. For 
prompt service, please return disk or cassette with a check for $5.00. 

PDI gives no cash refunds for returned programs. 



Program Design, Inc. / 95 East Putnam Avenue / Greenwich, CT 06830 

203-661-8799 





